INSTRUCTION MANUAL 







BATMAN INSTRUCTION GUIDE 



A TROUBLESOME TWOSOME 



The Penguin: A Bird in the Hand. Commissioner Gordon calls you with 
the news that the Penguin is back. He's set himself up as a respectable 
umbrella merchant. But the commissioner is sure the Penguin's factory is 
just a cover for his plot to take over the world with an army of robot 
penguins. The only way to thwart the penguin's plot is to destroy his 
master computer. 

To get to the Penguin's master computer, you have to make your way to 
the factory through streets and across rooftops crawling with the Penguin's 
thugs. Once you've discovered how to get into the factory, you can search 
out the master computer and destroy it. But don't think it will be easy. 
The Penguin has more than one surprise waiting for you. 

The Joker: A Fete Worse than Death. You don't need Commissioner 
Gordon to tell you about the Joker's latest feat of sleight of hand — he's 
kidnapped Robin! Your search leads you through the sewers of Gotham 
City to the Fair, where the fun house isn't so much fun and a ride on the 
rollercoaster could be your last. 



COMMODORE 64/128: GETTING STARTED 



SYSTEM REQUIREMENTS 

To play Batman on a Commodore 64 or 128, you need: 

• 64K RAM 

• A disk drive 

• A color television or monitor 

• A joystick 

STARTING BATMAN 

To start Batman: 

1) Turn on the computer, monitor, and disk drive. 

2) Plug the joystick into port 2. 

3) When READY appears on the screen, put the program diskette in the 
disk drive with the label side up. 

4) Type LOAD "*", 8,1 and press RETURN. 

The program takes a minute or so to load, then the title screen appears. 

5) Press the fire button on the joystick to start the game. 



